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PEEFACE. 



The object of these series of games is gradually 
and imperceptibly to familiarize students with some 
of the most essential principles of the science of 
Music. 

The utter failure of so many to acquire and 
remember the first rudiments (even the notes) is 
attributed to the want of an easy and effectual mode 
of imparting the knowledge which these games are 
intended and arranged to supply : the player well 
practised in them will have the theory of the science 
indelibly fixed on the memory ; the reading, and 
correctly playing at sight, pieces by the first masters 
in which change of key, and consequent accidentals 

E 

occur, will be easily accomplished ; and the student 
will promptly attain a proficiency which by ordinary 
means it would have taken some years to achieve. 

m 

J. Gr. ElTCHIE. 
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The notes of the pianoforte are named from the 
first seven letters of the alphabet. 

The five lines is called the Staff": 



The notes are put upon the lines and in the 
spaces. 
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10 THE KEY-BOARD. 
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is used for the right hand, or Treble. 
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{£^ is used for the left hand, or Bass. 
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FIEST SERIES. 

The object of these games is to familiarize the 
player with the names of the notes, particularly the 
ledger lines. 

Oatne laU — ^Two or more can play at a time. 



Directions for Playi/ag. 

Take the cards with staff notes, both Bass and 
Treble, shuffle them, and deal equally to as many as 
are to play. Treble notes take Bass notes, and Bass 
notes take Treble notes. 

Sort your cards, Bass and Treble, lead from the 
cards you can take in your own hand : the chances are 
that your opponents may not be able to take it; then 
you take it and lead again. By exercise of memory 
and a little skill, you can in many cases keep the 
lead in your own hand ; as the cards vary each deal, 
the game becomes more and more interesting. The 
dealer commences by putting down a card (the note ^ 
side uppermost), at the same time naming the note. 
Should the name not be remembered, reference must 
be made to the book. The one sitting on the right 
of the dealer is to take it with the same note, but of 
the contrary clef. The one who takes a trick leads 
another card : for instance, No. 1 leads a card, No. 2 
perhaps has not one to take it ; No. 3 then looks 



12 FIRST SERIES. 

into his or her hand ; and should it not be there, 
No. 4 takes it, if able to do so — and so on all round. 
Should all be unable to take it, the leader of the 
card should take it ; but if not able, the card is to 
be placed to the leader's account and he or she 
leads another card ; but should No. 3 have taken it, 
then No. 3 leads a card and No. 4 takes it if possible, 
the; one on the right of the leader always having 
the first chance of taking it. 

The one who first gets rid of his or her cards wins 
the game. 

Ledger Lines. 

Oame 2nd. — Take only the Treble staflF notes and 
ledger lines. 

Shuffle and deal to each equally. All the stafi* 
notes take the ledger notes, and the ledger notes take 
the staflF notes. For example, the staflF note Gr is led, 
the card with the ledger Gr above or below the staflF 
will take it. 

Bules the same as Grame 1st. 

Ledger Notes. 
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Bass Ledger Notes. 
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BCDECDEF 

Oame Srd. — Take only the Bass staflF and ledger 
line notes. 

Shuffle and deal to each equally. All the staff 
notes take the ledger notes, and the ledger notes take 
the staff notes. For instance, F on the fourth line in 
the staff will be taken by the F either below the staff 
or on the second ledger line above the staff. 

Bules the same as Game 1st. 

Oame Uh. — Take both"* Bass and Treble ledger 
line notes only. 

The Bass notes take the Treble, and the Treble 
take the Bass. For instance. Treble E on the third 
ledger line above the staff is taken by the Bass E on 
the second ledger line above the staff. Should a 
trick be taken with a note not answering to the same 
ledger line, the trick is to be taken into the faulty 
player's hand ; by this means he or she will have more 
cards to get rid of. For instance, Ti-eble C on the second 
ledger line above the staff must not be taken with C 
BELOW the staff in the Bass, but with the Bass C on 
the first ledger line above the staff. 

Bules same as in Game 1st. 
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SECOND SERIES. 
Lenoth 07 Notes. 
There axe six kinds of notes : 

The first is called a semibreve, the second a 
minim, the third a crotchet, the fourth a quaver, 
the fifth a semiquaver, the sixth a demisemiquaver. 
Two minims are equal to a semibreve ; two crotchets 
are equal to a minim ; two quavers are equal to a 
crotchet; two semiquavers are equal to a quaver; 
two demisemiquavers are equal to a semiquaver. So 
that two minims being equal to a semibreve, four 
crotchets will be equal to a semibreve, eight quavers, 
sixteen semiquavers, thirty-two demisemiquavers. 

The following table will show the relative value 
of each note. 2 

<^ «5 ^ •? 
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^ = 2 = 4 = 8 = 16 = 32 

^ = 2 = 4= 8 = 16 
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LENGTH OF NOTES. 15 

The object of the following Grame is to make the 
relative value of notes familiar. 

Two or more can play at a time. 

Oame. — Shuffle the cards, and deal equally to as 
many as are to play. 

The dealer commences by putting down a card, 
the note side uppermost, at the same time naming 
the notes upon it. (Should the nameg not be re- 
membered, refer to the book.) The one sitting on 
the right of the leader of a card is to have the first 
chance of taking it ; if he or she cannot, then the 
next looks for the value, and so on. Should they all 
fail, then the leader of the card should take it ; if not 
able, the card is to be placed to the leader's account 
and he or she leads another card. 

Those who take a trick, lead again. The card 
led to be taken with one card of the same value. 
For instance, a card with two crotchets is led : a card 
with either two crotchets, four quavers, eight semi- 
quavers, or sixteen demisemiquavers would take it. 
Should neither be in the hand, then the value to be 
made up of more than one card ; viz., a card with 
two quavers and a card with four semiquavers would 
take it, or any other cards that would be equal in 
value to the card led. Should a trick be taken with 
two or more cards when the player has the value on 
one card, then the trick is to be given into the hand 
of the faulty player : by this means, extra cards are 
in his hand, which will possibly prevent his winning 
the game. 

Those who first get rid of their cards win the game. 
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THIED SEEIES. 
Ebsts, Dotted Notes, and Triplets. 

The object of these games is to impress upon the 
memory the marks of silence and other characters. 

Eests are marks for silence placed after notes, 
when the sound is to cease : their names and value 
are the same as the dififerent notes, viz. : 

Demisemi- 
Semibreve. Minim. Crotchet. Qoaver. Semiquaver, quaver. 
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Under the On the Head to Head to 2 heads to 3 heads to 
line. line, the right, the left, the left, the left. 

Game. — Shuffle the cards with notes and rests 
upon them, deal to each equally. 

The dealer commences by putting down a card, 
the note side uppermost, at the same time naming 
what is on the card. (Should the nimes not be re- 
membered, refer . to the book.) The one sitting on 
the right of the leader of the card is to have the 
first chance of taking it ; if he or she cannot, then the 
next looks for the value, and so on. Should they all 
fail, then the leader of the card should take it ; if not 
able, the leader places the card to his or her own 
account and plays another card. 

All the cards with rests upon them take the 
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note cards of equal value, and the note cards take the 
rest cards of the equal value. 

If the dealer leads a note card, then a rest card 
takes it ; or if a rest card is led, the value on a note 
card takes it. Should the value not be found on one 
card, then the value is to be made up of two or more 
cards; if no one can make it up, the leader of the card 
places it to his or her account and leads again. 
Should the trick be taken with two or more cards 
when the player has the value on one card, then the 
trick is to be given into the hand of the faulty player : 
having these extra cards in his hand may prevent his 
winning the game, because the one who first gets rid 
of the cards in hand wins the game. 

Dots. 
A dot after a rest adds one half to the length. 



for instance: -P--^ is equal to three quavers, the 

two quavers for the crotchet rest, and one quaver 
for the dot. 

Game 2nd. — Take the note cards and rests with 
and without dots, shuffle the cards and deal to each 
equally ; the dealer commences. 

The rules to be observed are the same as Game 
1st. 

The value of the dotted rests to be given in notes 
on one card, or to be made up of two or more. When 
a card with one or more notes is led, then the trick 
is to be taken with the value in rests. 
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THIBD SERIES. 



Dots lengthen a note one half, in the same way 
as the rests. A semibreve with a dot is equal to three 
minims or six crotchets, — 
a dotted quaver is equal E 
to three semiquavers, / \ \ 
and so on : ~^ ? r> — ^ 
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Oame 3rd. — Take the cards with notes and dot- 
ted notes only, shuffle and deal to as many as are to 
play. Take dotted notes with cards of plain notes, 
and plain notes take dotted notes. Bules the same 
as Grame 1st. 

Triplets. 

Triplets are when three quavers are played instead 
of only two quavers to a crotchet, or three semi- 
quavers instead of two to a quaver, or any other notes 
in proportion. 

Generally the figure 3 is marked over them^ thus: 
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Oame 4zth. — Take cards with plain notes and the 
triplets only, shuffle and deal equally: take plain 
notes with triplets, and triplets with plain notes. 

Bules the same as Grame 1st. 



RESTS, DOTTED NOTES, AND TRIPLETS. 
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When the figure 6 is placed over six notes they 
are to be played in the time of only four of the 
same value, for instance : 

instead of 




OaTYie 5th, — Take the cards with plain notes and 
those with groups of six (^or double triplets), shuffle 
and deal to each equally. The cards with groups take 
plain notes, and plain notes take groups. 

Bules the same as Game 1st. 
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FOUETH SEEIES. 

Time. 

A Sharp raises a note a semitone (sometimes 
called half-a-tone). 

A Flat lowers a note a semitone. A natural brings 
a note that has been raised or lowered back to its 
place. 

Sharp Flat Natural 

raises. lowers. brings back, brings back. 
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Sharps and Flats are placed at the beginning of 
a piece of music to show that -all the notes of the 
same name throughout the music will be afifected. 

For example: j^sii^E a sharp on the fifth line and a 



cy 



sharp in the third space, will afifect all the F's and 
C's in the piece ; but more will be said of these sig- 
natures in the following series. 

Bars. 
Single bars divide the notes into equal measures : 



FiaUBED TIME. 
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Double bars are used when a part or the whole is 
^ Single or double bars dotted mean 



finished: 



that the piece is to be played twice between the 
dotted bars. 
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Double bars with figures over them mean that, 
after you have played the piece from the beginning 
or from the last double bar, the second time of playing 
you leave out No. 1 bar and play No. 2 instead. 
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A pause ^^ over a double bar shows that the piece 
of music finishes there. 



Figured Time. 

Music is divided into equal portions or measures, 
shown at the commencement of the stafiF by figures 
which represent the value of the notes : 
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Examples. A semibreve divided into two will 
be minims : therefore the figure ^ is placed at the 
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BOTTOM of the stafif instead of the notes, minims — 
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— Q— A semibreve divided into four will be 
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crotchets ; into eight, quavers ; into sixteen, semi- 
quavers; into thirty- two, demisemiquavers: into what- 
ever number the semibreve is divided, that figure is 
placed on the bottom of the staff : 
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The top figure only tells you how many of the 
bottom figure are to be played in a bar, viz. ^y- ^ — 




the figure Q being on the bottom, stands for minims, 
the top figure 3 Dieans that there are to be in each 
bar notes equal to three minims. 

Oame I at — Take the cards with the notes and 
cards with figures, shuffle and deal to each equally. 
Two or more can play at a time. 

The dealer commences by putting down a card 
right side uppermost, at the same time naming what 
is upon the card. 

Note cards take figured cards, and figured cards 
take note cards. The one sitting on the right of the 
dealer to have the first chance of taking the card; 
if he or she cannot, then the next looks for the value, 
and so on : those who take a trick lead again. Should 
all round not be able to take the card, then the leader 
should take it; if not able, place the card to the leader's 
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account, and he or she leads again. The one who 
first gets rid of the cards in hand wins the game. 

There are two kinds of Time — Cominon,and Triple. 
Common time is an even number, as two, four, six. 
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Triple time is an uneven number in a bar, as 3 , 9 . 




A large C is placed sometimes at the commence- 
ment of the staff instead of I : it means common 
time, or four crotchets in a bar. 

Oame 2nd. — Take the cards of figures and cards 
with Common and Triple time on them, shuffle and 
deal to each equally. • 

Common time cards take common time figured 
cards, and common time figures take common time 
cards, triple cards take triple time figured cards, and 
triple time figures take triple time cards. 

Eules to be observed the same as Game 1st. 

There are two kinds of Common time and two 
kinds of Triple time. 

imp 1 Common time. 
Compoundj 

When the top figure at the commencement of a 
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piece of music is less than Q, it is simple ; but if Q 
or more, it is compound, viz. ^ \ y The top figure 



being less than Q, it is simple ; and the figure 3 being 
an odd number, it is triple time : so we say it is sim- 
ple triple time. But should the top figure be 'y, it 
being above Q it would then be compound triple 
time, because ^ is an uneven number : so we say it 

is compound triple time Z^7=. Further, 




the figure Q being less than six, is simple, and being 
an even nimiber it is common time : so we call it siin- 

pie common time. 2 ^ '^ Twelve being more than 



six, it is compound ; and IQ being an even number, it 
is common time : so we call it compound common tirne^ 

Oams 3rd. — ^Take the cards with figures and 
the cards compound common and simple common^ 
compound triple and simple triple upon them; 
shuffle and deal to each equally, and proceed in the 
same way as Grame 2nd. Compound common cards 
take compound common figures, and compound com- 
mon figures take compound common cards. 

Triple compound cards being taken by triple 
compound figures, and triple compound figures being 
taken by triple compound cards, all the simple com- 
mon time and simple triple time cards are to be 
played in like manner. 
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